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WOW SEE THE UNIVERSE THE SAfE,^ 
SURE. MONEY-SAVING WAY WITH tUe 
HITCHHIKER'S GUIDE TO THE GALAXY! 




YES! THE UNIVERSE 
LESS THAN 30 ALTAIRI 



BLACK HOLES. SAVAGE ALIEN WARRIOR 
TRIBES. Welfare planers ruled by dry- clean- 
ing establishments „ where even the most 
basic of human necessities are provided for 
a day late and with loo much starch, Face it, 
the Universe is NO PLACE TO TRV AND 
HAVE A GOOD TIME, 

Unless, that is, you're the proud owner 
of that wholly remarkable object, TheHitch- 
hikefs Guide to ihe Galaxyl 

Within the million-plus pages of The 
Guide., which in many corners of the Galaxy 
has already supplanted the Encyclopedia 




Gaiactha as the standard repository of all 
knowledge and wisdom, you'll find EVERY- 
THING YOU NEED TO KNOW about the 
Universe, from the utmost trivia to the most 
vital information pertaining to your health 
and well-being. WE UNCONDITIONALLY 
GUARANTEE it will teach you how to survive 
and oven ENJOY THE UNIVERSE— ALL 
ON ONLY 30 ALTAIBIAN DOLLARS PER 
DAY!* Just take a peek at this mere sample 
of The Guide's MILLIONS OF USES and, 
like so many other satisfied customers, you II 
be convinced that this is truly THE MOST 
WHOLLY REMARKABLE ITEM YOU'LL 
EVER BUY! 

PLANNING A HONEYMOON? Let The 

Guide show you how to get the best rates 
and accommodations on exclusive vacation 
paradises like vodaqua, planet of the Heart- 
Shaped Hot Tub Lakes! 

TRIVI A BUFF? The Guide has 
all the answers, as well as 
most of the questions, For 
example: What titles 
comprise Qolon 
Colluphid's trilogy 
of philosophical 
blockbusters? 



CAN BE YOURS FOR 
AN DOLLARS PER DAY! 



Answer: Where God Went Wrong, Some More 
of God's Greatest Mistakes and Who ts This 
God Person, Anyway? 

CONVENTION COMING UP? The Guide 
knows where to find all the swankiest hotels, 
the I rend i est restaurants, th e swing ingest 
nightclubs, the friendliest escort services 
and the cheapest duty-tree shops in which to 
buy gifts for appeasing one's family and 
conscience! 

NEED HELP FAST? In a flash, The Guide 
can supply you with such useful tidbits of 
information as: how to tell your Aunt Clara 



from a Seven-Stomached Gorba Plant, what 
lo do if Aunt Clara has been devoured by a 
Seven-Stomached Gorba Pfant; how to 
perform the Heimlich Maneuver on a Seven- 
Stomached Gorba Plant, and much, 
much more! 



*"M Albiirian JJalljirj Pig* (toy" i|Bri€«turiar*d^ur* aid aprcwipfld 
tA' ICtty Mr pufflOS** ol ccnpatBgn. Act jbJ flKpnm&fft may fetf fwghflf . ■ ■ 

"If 'itt. we -o arc ol I d .i L ' ■flrkly. i y&t'te not iCSOJuUlv fitted 
Tl Iiu ci-aiH slo.i y&jr Icod. pass r^tW CfWCk-S W wi*-j spue frog fic4ri 
t*Sfkl, hoodwink cin*>ms critic.- Jls, Mrpe pawp^tveMilliffl ycu lod^o 
Talk: imi^nfty, ulilun l>r^^«:i.{|enliartf/rjtf e^ityidirtli'i^t or cards 
10 chI vo ursril ml? low 41 Ptlr^iainns U i WjC* i! f 11*4, slifl evervnw 
DOW**'* ori [r-j4 aid oLfirnsiM trdto a rrwckary of bir«r(^la(iiO Low. |us1 

Ihfl Wily **> ySu'ro gaintj !n pel by an :jD A u t ar*, aot (J*rn 
4 by K&ViftQ hartic- iiKj EdT[nnsj aul ii ycur fhvr bKfcya'd 



AND THAT'S NOT ALL! 



The Guide is mom than a super travelogue or an incredible answer machine— it s a lovely 
additran to any backpack or suitcase that fits in perfectly with every decor, It comes in a 
wrinkle-proof, scratch-resistant plastic cover with THE LOOK AND FEEL OF REAL VINYL 
handsomely inscribed with the words DON'T PANIC in large, friendly letters. And talk about 
handy-The Mark IV version of The Guide has MORE OPTIONS THAN A 20-ARMED 
HRUGMUS HAS HANGNAILS! Just look what you can get 



73-RJNCTION POCKET CALCULATOR OP- 
TION lets you solve equations that have baffled 
mathematicians for eons, such as how to travel 
faster than the speed of tight without losing 
your luggage, 

CUSTOM CHRONOMETER displays year, 
month, day and data, to within a fraction Of a 
Sluub in civilian time and military lime and Happy 
HourTime lor the nearest pub in the Galaxy. 

TAN-aMATie REFERENCE TABLE 

tells you the exact coordinates of all the best 
beaches, the most up-to-date fashion tips on 
polarized eyewear and reflectors, the precise 
length of time you can sunbathe before your 
friends have to carry you home in an un\ and 
the appropriate level of sunscreen to wear in 
case of a supernova 

SJR1US CYBERNETICS BAROMETER/ 
NEO-DESCARTIAN RELATIVE TRUTH 
MONITOR indicates temperature, barometric 
pressure, high tide, low iide< wind direction and 
velocity, prevailing weather conditions, amount 
of precipitator, in The las' 1,000 sluubsand 
whether you'ne actually experiencing arty of it or 
are simply being deceived by your imperfect 
senses. 

SALAD-SLASHER/FOOD PROCESSOR/ 
LEMON ZESTER ATTACHMENT slices, dices, 
chops and bludgeons even the most rubbery 
fruit or vegetable in seconds? 



E-Z Press Buttons 
(standard) 




73-lunLticn 
Pocket Calcutalor (oplional)*** 



Custom Cfirorwrneter 
Feature (optional)* *■ 



Rofsfflnce laths (optional)*"* 




I 



Sirkis Cybernetics Baromeier/Wso-DssearLian 
Relative Truth Monitor (optional)"** 



BUT WAIT... THERE'S M 

Now for a LIMITED TIME ONLY when you RUSH your Hitchhiker 's Guide to the Galaxy order 
1o Megadodo Publications, you'll also get as our SPECIAL GIFT to you ENOUGH THROW- 
IN ITEMS TO FILL AN ATTIC! So act now and receive all these fabulous bonuses! 




DESTRUCT ORDERS 
FOR YOUR HOME 

AND PLANET: Suitable for 

framing, and great gag gifts ai any parly! 




FLUFF: Goes anywhere— under the bed, 
behind the commode , at the bottom of yew 
pocket, inside your navel 1 




DON T PANIC! BUTTON: Perfect for those 

limes when your planet is being bombarded by laser beams, your 
toaster starts talking to you and traces of radioactivity are discovered 
in your breakfast cereaf 




You'H look cool and stay cool even when attending a Vogon poetry reading] 



NO TEA: Just like the tea 

professional hitchh ikers don'l carry! 



MICROSCOPIC 
SPACE FLEET: 

Just Hie Ihing for attacking 
microscopic civilizations. 



■■" r«OffiintirH»dlD' drair»g 




HOW MUCH WOULD 
YOU PAY NOW? 
ONE HUNDRED ALTAIRIAN DOLLARS? 
TWO HUNDRED? THREE HUNDRED?! 



JUST DA59.99! 

That's right! RUSH YOUR ORDER NOW and receive The Hitchhiker's Guide to the Galaxy 
and the fluff and the destruct orders and the Don't Panic! button and the sunglasses and the 
space fleet aM no tea ALL FOR THE INCREDIBLY LOW, LOW PRICE OF JUST oa59,99! 

To save c L oU s handling charges and Imperial Galactic Government delivery service 
duties, PHONE IN YOUR ORDER TODAY! 




OPERATORS ARB STANDING BY! 

Call 1-555-5M-55555-555-5555. 
On Ursa Minor Beta, dial 

1-5-555-55-55555-555-5555, ext. 5. 

MAKE THAT CALL TODAY! 

THIS OFFER NOT AVAILABLE IN ANY STORE!*"" 



***** bcepiOeStjM-Q-Mn, ChalR-0-Rana,Q^flftflliOrivt-h AitwedJitHlfTHft-chawiSft K-nfl, Hcuaa ol fianiB^tfarB. LAjMKJiter'iCiwririghcuH, 

MtfW Tftrtdiy. Gflla*y 0' Tawdry ItartMntiita, Tn*Kiry U&rfiawim! .n.S jch, 1-A TMdty Said* A SftfriCtLYt 01* TflWSfY M wtfi»ndl» S'lpPfw and 

MtflBMw' toilers iMoeghaui rrw Uiivs-w. 
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Instruction Manual for 
THE HITCHHIKER'S GUIDE 
TO THE GALAXY 

Don't htk.l 

Relax r because everythiiig you need to know 
ahout playing THE HITCHHIKER'S GUIDE TO 
THE GALAXY is contained in lite pages of this 
manual. In this story, you wi be Arthur Dent, a 
rather ordinary earth creature who gets swept up in 
a whirlwind of interstellar adventures almost beyond 
comprehension. As the story begins, bulldozers are 
waking to reduce your house to nibble to u-a'^r way 
for a motorway bypass. While you attempt to deal " 
with this problem, your rather Strang friend Foul 
Prefect drops by to tell you that the Earth k about to 
be demolished to make way for an Merstellarbypafts! 
If you survive this double thread you '3 embark on a 
series of inter-galactic irmdve^itums even nmnirr 
than vour worst nightmares! And, because anything 
japgsisible inTHE HITCHHIKER'S GUIDE TO 
THE GALAXY, you may soon nftt even be sure 
of your own identity I 

If you'll experienced wilh Lriocom's interactive 
fiction, you rnqp not feel like reading the entire man- 
uaL. However, you should at bast read the appen- 
(kus of important commands (on page 18} and 
recognised verbs (on page 19), The sample tran 
script, on page 21, wiH give you Ideas for some of 
the weird thfigs yaa ran do in HITCHHIKER'S. 

A special note for people who have read tk 1 book 
THE HITCHHIKER'S GUIDE TOTHE GALAXY; 
Although the opening of the gxnie fairly similar 
to the book, the story quickly diverges, with lots of 
new material and different twists, Familiarity with the 
story may make a few of the early puzzles easier, but 
if you rely too heavily o:i this previous knowledge, 
yrc will ^ertminly he ruddle yourself. 
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An Overview 

Interactive fiction is a story in which are the main 
character. Your own thinking ami imagination deter- 
mine the actions of that character and guide the 
story from start to finish. 

Each work of interactive fiction, such as H ITCH- 
HIKER'S t presen'-s you with a series of locations, 
items, characters, and events, You can interact with 
these in a variety of ways. 

To move from place to place , type the direction 
you want to go, When you fin;! yourself in a new loca- 
tion | K r s a good idea to become' fairjikr with your 
surroundings by exploring the nearby rooiria and 
reading each description carefully. (You may notice 
that HITCHHIKER'S occasionally refers to a loca- 
tion as a "room," even if you are outdoors,) As you 
explore, i r . is helpful to make a map of the geography. 



An important element of interactive fiction is 
puzzle-solving; You should think of a locked door or 
j ferocious beast nut as a permanent obstacle, but 
merely as a puzzle to be tackled. Solving puzzles will 
frequently involve bringing a certain item with you 
and then using it in the proper way. 

In HITCHHIKER'S, time passes only in response 
to mur input. You might imagine a clock that ticks 
rnve for eucb sentence you type, and the story pro- 
gresses only at each tick. Nothing happens until you 
type a sentence and press the RETURN for ENTER) 
key, bo you can plan your turns as slowly and care- 
fuDyasyou want. 

To measure yum progress, HITCHHIKER'S 
keeps track of your score. You may get points for 
solving puzzles, performing certain actions, or visit- 
ing certain locations. Keeping track of what actions 
increase yom score will help you learn what the goal 
of the story is, 
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Tips for Novices 

1 . Draw a map. It should include each location, the 
directions connecting it to other location*, and any 
interesting objects there . [See the small sample map 
that goes along with the sample- transcript on page 
2L.) Note that there are 10 possible directions, plus 
JN and OUT. 

% Most objects that you can pick up are important 
tor solving one or more of the (Mizzles you'll run into 
in the story. 

3. Save your place often .That way, if you get l 'killed rr 
or hopelessly mucked up, you won't have to start 
over nwi the beginning. See page l(> lor instructions. 

4 . Read the story carefuDy, There are often clues in 
the descriptions of locations and objects, as well as in 
labels, engravings, books, and go on. Even stfflnge 
or dangerous actions may provide dues, and rtiogjht 
prove to be fun! You ran always save your position 
first if you want. Here's r siHy example: 

>GIW THE TARNISHED COIN 70 THE USHER 
Thf: tner looift jmnrtpreiad, and bcyin* facing you 
toward Hie last now of ihe Ik-dr-v. 
You've just learned there is something (such as the 
crisp bill) which might convince the usher to give you 
a front row seat , , , perhaps even a front row seat 
next to Queen Isameera and her dreadfully expen- 
Hi id c^y til svual diiniccd-studdc'd tifim. 



5. Unlike other Adventure games" that you may 
have played, there are many possible routes to tie 
end of HlTCMf II K E K"S . Some pjzzLes have more 
than one solution; others don't need to be solved at 
all. Sometimes you will liave to solve one puzzle in 
order to obtain the itenVs) or information you need 
to solve another 

6. You may find it helpful to play HITCHHIKER'S 
with another person. Different people may find 
different puzzles easy and often complement each 
other. 

1 If you get really stuck, you can order a him booklet 
and u con i jalc :1 e i 1 1 :: '.i u ? ing tl ie a rder fi u'n i ir. y: m r 
package. You don't need this booklet to enjoy the 
story , but it wifl make solving HITCHHIKER'S 
easier. 

ft. Read the sample transcript on page 2L to get a feel 
for how interactive fiction works* 

9, You caji word a command in many dfferent ways. 
For example, to put on the dressing gown, you could 
use any of the following: 

PUT ON THE GOWN, 

WEAR THE TATTY DRESSING GOWN. 

DON GOWN. 

In feet, if the gown is the only article of clothing 
present, just typing WEAR Is enough, since HITCH- 
HIKER'S wfllassunje y u iuc-.an the flown. Gut more 
about that in the next section 
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Communicating with HITCHHIKER'S 

In HITCH! HKkR'S, vkju type your sentence in plain 
English each time you see the prompt {> }, HITCH- 
HIKER'S usually acts as if your sentence begins 
"I want 10 , . . " although ymi fho'jjdn't actually type 
those words. You can use words like "THE" if you 
want . and vou can use capital letters if von want; 
HITCIlHItorS doesn't care either toy. 

When you finish typing a sentence, press the 
RETURN (o: ENTER) key, HITCHHIKER'S will re- 
spond by telling you whither your request is passible 
at this point in the story and what happened as a 
result, 

H1TCHJ UK SiivujpriiwsYtiU] wards by 
tk'ir first six letters, and all subsequent LecEtrs are 
Snored, Therefore , BULLDOg, BU LLDOgs, 
BULLDOzer, and BUlLDOckpddrwham (a small town 
21 Dorkpokinehanislmv-; wauld all Ik.' treated a* 
the same word by HITCHHIKER'S. 

lb move around, just type the desired direction. 
You can use the eight compass directions; NORTH, 
SOUTH, EAST, WEST, NORTHEAST, NORTHWEST, 
SOUTHEAST, and SOUTHWEST. You cm abbreviate 
these to N, S p E, W, NE, NW. SE. and SW, respec- 
tively. You tar. use UP for U) and DOWN (or D). IN 
and OUT will also work in certain places. On aoard a 
ship, you'll want to use the tirectsons PORT [or P), 
STARBOARD for $R), FORE for F), and AFT. 



i Hlltl IHIKER'S understarics many differ™ 
kbids ol sentences. Here: are some examples, (Note 
thai some ui these items do not actually appear in 
HITCHHIKER'S.) 
WALK NORTH 
DOWN 
NE 

GO AFT 
U 

TA<F_ box 

PICKUP THE CAE DBGARD BOX 
DROP IT 

PUSH THE BUTTON 

OPLN THE AIRLOCK DOOR 

EXAMINE THE PRESSURE SUIT 

LOOK UNDER THE TABLE 

ENJOY THE RHODODENDRON BUSH 

SHOOT THE BFAST WITH TME PEA SHOOTER 

ATTACK 1HE BUREAUCRAT WITH THE COURT ORDER 

PUT THE; BANANA PEEL IN FRONT OF THE BEGGAR 

You can use inulupk' objects wtth certain verbs if 
yon separate them by the word AND or by a comnm. 
Some examples: 

TAKE PC NClt, PAPER, STAMP 

DROP 1 HH MAP, THE FORK, AND THE THERMO- 
NUCLEAR WEAPON 

PUT THE EGGS ANDTHE BACON IN THE 
FRYING PAN 

GIVE THF SHINY PENNY ANDTHb TAKNlSHED 
PENNY TO THE MONKEY 

The word ALL refers to every visible object except 
those inside something else. If there were an apple 
on the ground and an orange inside a cabinet, TAKE 
ALL would take the apple hut not the orange, 

TAKE ALL 

TAKE All STAMPS 

TAKE ALL THE STAMPS EXCEPT THE RED STAMP 
TAKE ALL FROM THE DESK 
GIVE ALL ftUT THE PENCIL TO THE ROBOT 
DROP AIL EXCEPT THE PEA SHOOTER 
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You can include several sentences in one input 
line if you separate them by the word THEN or by a 
pond. (Note that each sentence will still count as a 
turn . } You don't need a period at the end of the input 
line. For example, vou could type all of the Mowing 
at once, before pressing the RETURN (or ENTER) 
key: 

bAST.TAKE THE GUN THEN PUT THE BULLET IN IT, 
SHOQf GERTRUDE 

If HITC1 (HIKER'S doesn't understand one of the 
sentences on your input Hjkj , or if sainet hing in Lusual 
happens, it will ignore the rest of your input line (see 

HITCHHIKER'S Complaints" on 20). 

There are three kiwis of questions that HITCH- 
HIKER'S understands; WHAT, WHERE, and WHO. 
Hens are examples that you can try in HITCH- 
HIKER'S; 

WHAT l& ADVANCED TEA SUBSTITUTE? 
WHFRE IS THE TOWEL! 
WKOISZAPHOD BEE BLEB ROX? 

You will meet o^ier people and creatures in 
HTTCHH1KERU Vou can "talk " to some of these 
beings by typing their name, then a comma, then 
whatever you want them to do, Here are some 
examples: 

BARTENDER, GIVS ME A BEER 

FORD, OPIN THE SATCHEL 

CAPTAIN, WHAT ABOUT THE METEOR HOIE* 

fRCD, TAKE THE TOWEL THEN FQUOT ME 

MARVIN, KILLTHE ALIEN, ENTER TO GOSET 

Notice that in tte last two examples, you are grtfnfl 
3 person more titan one command on the same 
input line. 

You can use quotation marks to answer a question, 
say something "out loud," or type something on a 
keyboard For example: 

SAY "HELLO" 

ANSWER "ZEKE FFTZBERRY" 
TYPE "LOGOUT" 



HITCHHIKER'S tries to guess whit you redly 
mean when yon don't give enough information. For 
example, if you say that you want to do something, 
but not what vou warn to do it to or with, HITCH- 
HIKER'S wiD sometimes decide that there is only 
one possible object that you could mean. When if 
dues so, it wiil tell you, For example: 

> SHOOT THE DOGGIE 
(with lh» rcy gun) 

The eute little doggie k mcineroied. 

or 

> GIVE THE TOWEL 
(to ?he hitchhiker) 

Thfl hitchhike? nolvrally fllnwdy Has o towel but thanks 
yOU palely for yourgFgr, 

U your aanaice it ambiguous* HITCHHIKER'S 
will ask what you really mean. You can answer most 
Of these questions briefly by supplying the missctg 
information, rathe: Uud 'y]r.»K tlie er, l .ire input 
again , You can do this only at the very next prompt. 
ft>me examples: 

> CUT THE BREAD 

Whot do ysu want 'a cut the breiad with? 

>M KNIFE 

The bread H stale to (be point of be ins petrified, 
or 

> KILL TH E FLY WITH TH E AXE 

Which cse do you roeo^ the leeoiy axe or (he domic ■ 
powered iijofifsfrn.T plgrje^mcfshing axe? 
;>TEENSV 
The fly expires. 

HITCHHIKER'S uses many words in its descrip- 
tions that it will not recognize in your sentences. For 
example, you rr-d'J. Ui^imli^^Iwo: w'hv. 
goo ooze out of die monster's elbows" However, if 
HITCHHIKER'S doesn't recognize the worts GOO 
or ELBOWS in your input, you car. assume that they 
are not important to your completion oithe story, 
except to provide you with a more vivid description 
of where you are or what is going on. HITCH' 
HIKER'S recognizes over 800 words, nearty all that 
you are likely to use in yoi.tr sentences. If HITC H - 
HIKER'S doesn't know a word you used, or any of 
its coonrjn WT.onynis, you are almost certainly 
trying something that is not important in ranti-ining 
the story. 
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Starting and Stopping 

Storting the Story: Now that vou know what to 
expect when you venture into NJTCUH1KKR S. 
it's lime for you to N boot hl >w disk. To load HITCH- 
HIKER'S, Mow the nstructions on the Reference 
Cml in your package. 

Following 'Jk copyright notice and the release 
number of the story, you will see the opeiiinj> 
message. 

Here are a couple of quirk exercises to help 
you get accustomed lo interacting with HITCH* 
HIKER'S. Try typing the fnBowiig next to the 
prompt (>): 

[ URN ON THE UGKT 

Then press the RETURN {or ENTER) key. HITCH- 
HIKER h £ wiU respond with: 

Good start to the doy t Pity iT* going to be the worst one 
of your life, Th* light is now or, 

Von will also now see the description of the Bed- 
room, the opening location of the story, Try typing: 
TAKE THE TATTY DRESSING GOWN 

Mer you press the RETURN {or ENTER) kev, 
HITCHHIKER S will respond: 
You con't reach h from the bed. The effort of reaching is 
almost too much lor you to stand . 



Sanity and RvsSuring; It will probably take you manv 
day^ to compete HITCHHIKER'S. Usir.s ['k WE 
feature, yw.cMi cfniltiut" at a later time without 
having to atari over from t he beginning, just as you 
can place a bookmark in a hook you are reading, 
SAVE puts a ' snapshot" of your place in tlx; story 
onto another disk. If you are a cautious playen you 
may want to save your place before (or after) trying 
something dangerous, or tricky, That way, you can jp 
back to thai position later, even if you have gotten 
lost or "killed" since then. 

lb save your place in the story, type SAVE at the 
prompt (>). and then foBow the instructions lor 
saving and restoring on your Reference Card, Some 
systems reouire a blank disk, initialked and formatted, 
for saves, losing a disk with data on tt (not counting 
other HITCHHIKER'S saves! may result in the toss 
of thai daLr.. cependin^o]i what kind of computer 
you have. 

You can restore a saved position any time yon 
want, To do so, type RESTORE at the prompt ( > ), 
and follow the instructions on your Reference Card. 
You can then continue the story from the point 
where you used the SAVE command, You can type 
LOOK for a description of where you are. 

Quitting and Restarting: If you want to start over 
from the l*igir.niDg, type RESTART, (This is usually 
fester than re-booitng.) Just to make sure, HITCH- 
HIKE K'S wi'l ask if >ou really want to start over. If 
you da „ type Y or YES, 

If you want to stop entirely, t vpe QUIT, Once 
again. HITCHHIKER'S wilt ask if this is really wliat 
you want to do. 

Remember when you RESTART or QUIT- if you 
want to be able to return to your current position, 
you nntst first do 2 SAVE, 
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Appendix A 

Quick Reference Guide 

1. To start the story ("boot up"), see the separate 
Reference Card in >tiur HITL J M IK ER'S package. 

2. When you see the prompt (>) on your screen, 
HITCHHIKER'S is waitn^j for your iipuE. There are 
four kinds of sentences or conminds thai ] IITC1I- 
HIKER'S understands; 

A. Direction commands; To move from place to 
place, just type the direction you want to go: N (or 
NORTH). E, S, W, N|, SE, NW, SW r U (or UP), 
D p IN, OUT, P (or PORT), SB, F h AFT. 

B. Actions: Just type whatever you want to do. 
Some *?Kamp](fs- READ THE BOOK or OPEN THE 
DOOR or LOOK TH ROUGH THE Wl MDOW, 
Once you're familiar with simple commands, you'll 
want w use moie complex ones, as described in 

■ Cummunicaiinff with HITCHHIKER'S" on 
pajjc 14. 

C l Commands given lo people: To talk to charac- 
ters in the story, type their name, Lheti a comma, 
then what you want to say to them , For example ; 
RALPH, GIVE ME THE WELDING TORCH or 
YOUNG MAN, GO WEST. 

D, Special one-w^rd commands such as INVEN- 
TORY or DIAGNOSE: A list of these appears in the 
"Important Commands" appendix on pager 1ft, 



3. Important! Atkr [ypm your Helena. 1 <>r mm- 
mand, vuu must pres>. the RETURN (tir ENTER) kev 
befurtj HITCHHIKER'S wfl respond. 

1 On most computers, your screen wil have a spe- 
cial line called the status Jane, It tells you the name of 
your current location , your score, and the number of 
turns you have taken. 

6 You can pick up and carry many of the items you II 
find in the story. For eximple, if you I v\x TAKE THE 
SPOON, you will be carrying it. Type INVENTORY to 
find out what you have. 

6, When you want to stop playing, save your place for 
later, or start over, read the N Starting and Stopping" 
section on page 1t>, 

7 If you have trouble flaying, refer to the specific 
section of the manual for more detailed instructions. 
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Appendix B 
Important Commands 

TJierc ait a number of one -wand commands, which 
you can type instead of a sentence. You can use them 
over and over as needed. Some count as a turn , 
others do not. Type the command after the prompt 
(>) and press the RETURN (or ENTER) key. 

AGAIN - 1 IITCJ II IIKK R'S wfll usually respond as if 
you had repeated your previous sentence . Among 
the cases where AGAIN will not work is if you were 
just talking to another character. You can abbreviate 
AGAIN to G. 

BR I EF — TJ lis tells HITCHHIKE R'S to Rive you the 
full description of a location only the first lime you 
enter it. On subsequent visits. HITCHHIKER'S will 
tell you only the name of the location and the objects 
present. This is how HITCHHIKER'S wil normally 
act, unless vou tell it otherwise using the VERBOSE 
or SUPERBRIEF commands, 

DIAGNOSE— HITCHHIKER'S will give you a brief 
medical report of your physical condition. 



FOOtNOTC-Occasionally, the text in HITCH- 
HIKER'S will mention the existence of a footnote. To 
read the footnote, simply type FOOTNOTE followed 
by the appropriate footnote number (for example. 
FOOTNOTE 71 This wul not count as a turn. 

INVENTORY HITCHHIKER'S will list what you 
have. You can abbreviate INVEhfTORY to I. 

IOOK-H11& tells HITCHHIKER'S to describe 
your location in full detail. You can abbreviate LOOK 
tel. 

QUIT— This lets you stop. If you want to save your 
position before quitting, follow tlie instructions in the 
H Starting and Stopping" section on page IS. You can 
abbreviate QUIT to Q. 

RESTART— This stops the story and starts it over 
from the beginning. 

RESTORE This restores a saved position made 
using the SAVE command. See "Starting and Stop- 
ping" on page 16 for more details , 

SAVE This makes a "snapshot" of your current 
position onto your storage disk. Vou can return to a 
saved position in the tuttiif using the RESTORE com- 
mand. See "Starting and Stopping' on page 16 for 
more details. 

SCO RE— H ITCHHIKER S will show your current 
score and the number of turns you have taken. 
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SCRIPT - -This commaml tells your pmilei' m lx*gb 
nuking a transcript of the story as you go along, A 
transcript may aid your memory but is not neces- 
sary. It will work miy on certain computers; read 
your Reference Card for details, 

5UPERBRI EF -Tliis commands II ITCH! IIKERS to 
display only tlx.' name- uf a place you have entere4 t 
even if you have never been I here before, lti tills 
mode, HITCHHIKER'S wi not even mention which 
objects are present ► Of course,, you can always get 3 
descriprion of your location, and the items there, bv 
typing LOOK In SUPERBRiEF mode, the blank line 
between turns will be eliminated. This mode is 
meant for players who already know their way 
around. Also see VERBOSE and BRIEF, 

UNSCRIPT— This corjimarids your printer to stop 
making a transcript. 

VERBOSE -Has tells HITCHHIKER'S that you 
want a coinplete description of each location, and the 
objects kt it, every time you enter a locaiiun, twn 
if you've been there before . A3so see BRIEF and 
SUPERBRIEF. 

VERSION — 1 l!TC I IH IKER'S responds by showing 
you the reEease number and the serial number of 
your copy of the story, Please include this informa- 
tion if you ever report a "bug/* 

WAIT— This wiE cause time in the story to pass. 
Normally, between turns, nothing happens in the 
story. You could leave your computer, have a ^nack, 
take a walk around the blocks hitchhike to Procyon 
Vll, spend fourteen years working in the slinie p5ts h 
and return to Snd that noticing has changed. You can 
use WAIT to make time pass in the story wklwui 
doing anything. For example , if you encounter an 
alien being, you could WAIT to sec what it wfll do. 
Or, if you are tn a moving vehicle, you could WAIT to 
see where it win go, You can abbreviate WAIT to L 



Appendix C 

Some Recognized Verbs 

Ttese are only some ol the verbis that HITCH* 
ItlKKR'S understands, There are many more, Re- 
member that you can use a variety of prepositions 
with them. For example, LOOK can become LOOK 
INSIDE, LOOK BEHIND, LOOK UNDER, IDOK 
THROUGH, LOOK AT, and. uti, 



ANSWER 


ENJOY 


LIGHT 


^3r^ 1 


APPROACH 


ENTER 

L-l m 1 L.I1 


LISTEN 

LIJI Li 1 


SHOOT 


ASK 


ESCAPE 


LOOK 


SHOW 

eJI 1 W T T 


SLCjCX 


EXAMINE 


MOVE 


SIT 


BUY 


EXIT 


PANIC 


SLEEP 




FILL 


FULL 


SMELL 


CLIMB 


FIND 


OPEN 


STAND 


ODSE 


FOLLOW 


PICK 


TAKE 


CONNECT 


GIVE 


PLUG 


TASTE 


CONSULT 


HANG 


POINT 


THROW 


COVER 


HIDE 


PUSH 


TOUCH 


DANGLE 


JUMP 


PUT 


TURN 


DESTROY 


KILL 


ffEAD 


TYPE 


DRINK 


KNOCK 


RELAX 


WAKE 


DROP 


LIE 


REMOVE 


WALK 
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Appendix D 

HITCHHIKER'S Complaints 

HITCHHIKER'S will complain if vnu type a sentence 
that amfiises it completely. HITCHHIKERS will 
then ignore the nest of the input line. (Unusual 
events, such as being attacked, may also cause 
HITCHHIKER'S to ignore the rest of the sentences 
you typed, since the event mav have changed your 
situation drastically.) Some of HITCHHIKERS s 
complaints: 

I DONT KNOW THE WORD "(your word). 1 ' Tlie 
ward you typed is not in the story's vocabulary. 
Sometimes using a synonym or lephrasing wiU hdjx 
If not, HITCHHIKER'S probably doesn't know the 
idea you were trying to get acmes. 

YOU USEDTHEWOftD "(your word)" IN AWAY 
THAT I DONT UNDERSTAND. HITCHHIKER'S 
knows the word you typed , but couldn't use it in that 
sense. Usually this is because HITCHI3 1 KER'S 
knows the word as a different part of speech. For 
example, if yon Lypcd PRESS THE tOWER BUTTON, 
vou are usinft 10WER as ait adjective, but HITCH- 
HIKER'S irugftt know LOWER only as a verb, as in 
tOWEfi THE BOOM. 

THAT SENTENCE ISN'T ONE I RECOGNIZE. The 
sentence you cvped may have been gibberish, such 
as GIVE TROLL WITH SWORD, Or. you may haw 
typed a reasonable sentence but used a syntax that 
HfTC II HIKER'S does not recognize h such as SMEtL 
UNDES THE ROCK, Try rephrasing tiki sentence. 



THERE WASNOVESB IN THATSlM"[nCE: I 
you axe answering a question, each sentence must 
have a verb (or a command) in it somewhere, 

THERE SEEMS 10 &E A NOUN MISSING IN THAT 
SENTENCE! This, usually means that vour sentence 
was incomplete, such as EAT THE BLUE. 

THERE WEflE TOO MANY NOUNS IN THATSEN, 
TENCE, An example is PUT THE SOUP IN THE BOWL 
WITH THE LADLE, which has three noun "phrases,"' 
one more than HITCHHIKER'S can digest in a 
single action. 

YOU CANT USE MULTIPLE (I NJDIRECT OBJECTS 
WITH "(your verb)," You can use multiple objects 
(that is, nouns or noun phrases separated by AND or 
a comma) or the word ALL only with certain verbs. 
Among the more useful of these verts are TAKE, 
DROP, and PUT. An example ol a verb that will rot 
work with multiple objects is ATTACK; you couldn't 
sav ATTACK All or ATTACK THE ALIEN A NO THE 
ROBOT. 

VOU CANT SEE ANY (object) HERE! The item you 
referred to wis not visible. It may be somewhere 
else, inside, a closed container, and soon. 

THE OTHER OBJECT(S) THAT YOU MENTIONED 
jSNT (AREN'T) HERE. You refeaed to two or inure 
items in the same sentence, and at least one of them 
wasn't visible to you in your present location, 

BE SPECIFIC: WHAT DO YOU WANT TO (your verb)? 
You used HIM, HER, or IT, but HITCHHIKER'S isn't 
sure what person or object you meant. 

I BEG YOUR PARDON ? You pressed the RETURN (nr 
ENTER) key withoul typing anything. 

IT'S TOO DARK TO SE£ In the story, there was not 
enough light to perform your actum. 

YOU CANTGO THAT WAY, 'to* was no passre 
or e)tit in the direction you tried to move. 
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Appendix E 

Sample Transcript and Map 

This transcript is not from HITCHHIKER'S, but it 
doe* show most of ihe tilings you can do m the story. 
It contains se veral simple puzzles and their solutions, 
End it will give you a good idea of tiow interactive 
Efcjjpn woiks, The player's sentences appear in capi- 
tal letters after each prompt (> h The map repre- 
sents the terrain in the sample transcript as you 
might have drawn it. 

















COPIES 

















ROOM 








L . 



T 



To l»u 



N 

A 



T 



>GET OUTOF THE TAXI 
Ihe door b kicked, 

"'Hey, shot's four pounds thirty, old chap," 

>GTVE THE FIVE POUND NOTE ID THE DRIVER 
"Thanks, chum." 

> UNLOCK THE DOOR 
The taxi door is now unlocked. 

>GET0UT0r" THE TAXI 
Street Comer 

You arc on □ srr-&et corner on the outskirts of London, A 
signpost reveals lhaf you are on the comer of Foomin- 
ster and Frobbingfon, The sidewalk ranting north and 
«st. Because of the heavy traffic here, crossing the 
street is out of the question. 



> WHO AMI 

You are Chests* Smith an unemployed granata 
salemon, 

> WHAT IS THE OBJECT OFTHE GAME? 

Well, the superficial object of ihe game i$ to get to the 

of the story end oehk*w the ffloxnTrtJfTi: score. 

The real abject aF the game k to show a buried af novices 
how intpf adtra fidion works. 

> WALK NORTH 
Outedc Mood Bank 

You are in the middle of ihe block on a street that runs 
nortji^atith. Immediately to the easl is the entrance lo 
g magsive granite (Footnote 9) buildinfj. Next lo the 
entrance is o sign ond a doorbell, 

> FOOTNOTE 9 

Wull, concrete actually. We wan led a granite building 
for the jtory but <m couldn't aflord it because oonstiuct- 
irig that giant spaceship for the Aldeboran Battle scene 
took such g big bite out of the budget. Bui the concrete 
IS covered with o plastic veneer that dost LOOK a lot 
like granite. 

> READ THE SIGN 

"QLTOIRTSOF LONDON BLOOD BANK; We pay 
£30 ror o pint of blood Painless, totes only an hour. 
Ring doorbell for admittance," 

>EAST 

The Blood Bonk door is closed, 

>0PENrr 

flocked. 

> PI NG the doorbell ^ 

Vou oln?ody d id fhat P didn't you? 

>NO 

I think you're wrong. I'm a computer, sa I nave a really 
terrific memory, and I'm alrnasl pasilivt yon aVeady 
rang Hie doorbell. Couldn't you be mistaken? 

>N0 

Hmmm, . . . well, I just looked back, and I gue&L yau didn't 
ring rhadotd&elt after all. Do you still want to ring the 
doorbell? 

>YE5 

The bafl rings, A minute later, o stooped man opens the 
door and bedtans you to enter. 
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> ENTER THE BLOOD BANK 
Waiting Room 

This a a dim mom wfth exits to the east and west, A nor- 
*w, winding stew- leads downward, The room is sparsely 
furnished with several uncomfortable-looking benches. 
There is no one waiting oheod of you . There is a bottle of 
wndSling softs her?, 

The stooped man slam* the front dour and bolts it, 
"Pleaufi,, .haveaieat, (twill only bcteverol, .. 
minutes." He exits to the east. 

>SfTDOWN 

What do you wont lg sit down on? 
> THE BENCH 

You ore now string an the bemch 

> ENJOY THE BENCH 

Hosier sold than done, consider Kig riow hard ond 
uncomfortable me bench 

> take the bottle of sw elling salts 

You can't reoxh it from the bench. 

> STAND UF 

You ore on your own feet again. 

>TAK£ THE BOTTLE OF SWELLING SALTS 
Your load is too heavy, 

>JIWENTORY 
You have: 

a briefcase 

asM 

It looks tte the suit confaEns: 

0 ten-pound note 
□ grapefruit 

>OFtN THE BRIEFCASE 

Opening the briefcase reveals an array of granolo 

sampled 

> DROP THE GRAPEFRUIT THEN TAKE THE BOTTLE 
OF SWELLING SALTS 

Dropped. 

Token. 



>WAIT 

After at, what's o waiting room for? Time passes . , . 
The stooped man enlen, pushing o wheefoorrow Ml of 
boots. You're ng expert on the subject, buf they sure 
dan't look like chicken bones,. H e spills the bones down 
llit winding jiorrway, 

>W£5T 

The front door h dosed. 

>0?m THE DOOR 

WnHrji door do you irteon, the frontdoor or ihe la bo ro- 
tary door? 

> FRONT 
H J s bolted. 

>L0OK 
Waiting Room 

This is, □ dim room with exits to trie east and west, A nar- 
row, winding stair leads downward , The room is sponwry 
furnished with several uncomforiable-looking benches, 
There is no one waiting ohead of you. 
There is a grapefruit hen*. 
The stooped man is here, pushing a wheelbarngw. 

>STOOPED MAN, OPEN THE FRONT DOOR 
"Who ore you caWing stooped? I've got a name you 
know— Igor," 

> IGOR, OPEN THE FRONT DOOR 

Igor chucklei, "Don'i be nervous. 1ft completely.., 
painless. There's nolhing to worry about," 

> IGOR, WHAT ABOUT THE BONES* 

"Oh! Um, they're just... Foke banes ,,, we use for the 
. . . anatomy class on WwdnesdoysJ " 
Agquntmon emerge? from the doorway to the east. 
"Igor, bring in the next subject." He exits. 

> BREAK DOWN THE STREET DOOR 
This rasuhs, in a very son* shoulder, 

"W you II just . , , step this way, ' ' says I-gor, producing a 
Cattle prod. 

> DON'T WALK EAST 

You bravely hofd your ground . Jaor pokes you with the 
prod. You feel less brow. 
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> WALK EA5I 
Laboratory 

TVni I* on even dimmer room FiHnd with strange appa- 
ratus, A persoiHized table fills. She center of me room. 
The mad scientist is here., rubbing hra hondi. 
Igor enters, behind you and locks fta door. 

;> DON'T PANIC 

You try your besKYoj fail. 

"The table , , , please lit down , , . on the lable/ J soys 

Jgor, fondling the prod. 

> LIE DOWN ON THE TABLE 

Yau we now lying on the table. "The mod sdsntist quickly 
shackles your wriift and onkles, 

>MAD SCIENTIST, LET ME GO 

"Who an? yog calling mad? Tbey called me mod of 

Oxford tjSsn, hut 111 show ihem!'' 

fhfi mod scientist produces o hypodermic needle Ullad 

with a bunbfing green fluid, He ilowfy inserh the needle 

into your orm. Everything becomes dork and fuzzy. „ 

>LOOK 

EwrytflirtCi is dark and fuzjy. 

> NORTH 

.'f you recoil, you passed' oul a few moves ago. 

> DIAGNOSE 

If you recall, you passed out a tew moves ago. 

> LOOK AT ME 
E^rything is dark and fuzzy 

>WAiT 
FiKW passes „* 

The fu£j»ie» clears, and you find yourself in o strongs 
new Eoca»orv 

>LQOK 
West of House 

Yew one standing in an open field west of a while house,, 
with □ toorded frontdoor. 
There is-o smmll moitjaw hers. 



>OPEN THE MAILBOX 

Opening the small rnoilbox reweofo a leaflet, 

> INVENTORY 
You haw: 

a briefcose 

It looks like the briefcose conldm: 

an array of gronolo samples, 
a suit 

It looks like ttiti Suit contains 

o te it pound note 
a bottle of smelling salts 

> SMELL THE SMELLING SALTS 

La tmelk jusl lice the lid of o bathe of smelling salts. 

> OPEN THE BOTTLE 
Opened. 

> SHELL THE SMELLING SALTS 

the smell is VMPQM&jVQ, Your surroundings blur ond 

grow indistinct. , t 

Laboratory 

Sitting on trie table are; 

same bones 
Sitting on your workbench n: 

a hypoderrrilc needle 

a book 

>lGOfl. REMOVE THE BONES 

"Yes, master." Igor clean -the table, 'There* another 

subject waiting euhlde." 

> IGOR, BRING IN THE NEXT SUBJECT 
"Yes, master," 

> WHO AM I 

You ore Boron von EdeJstein, the "Mad Professor of 
Oxford.' 



Instruction Manual 



:> EXAMINE THE HYPODERMIC NEEDLE 

It Is filled vM* □ tabbing green fluid, your identity 

transfer serum, 

>REA0THE80OK 

(inking t+*» book first) 

The book is entitled "Who's Who in Interactive Rdiori 
Sample Tranwripfe/' It would tota Kouri and hours to 
read the ^hole thing; perhaps you'd like to comuEt the 
book about a specific individual? 

> CONSULT THE BOOK ABOUT ME 

The entry about Boron von Edelstein reads, "A minor 
and poorly oWebped character in the HITCHHIKER S 
sample transcript." 

Igor prods the subjed into the room and anlo the lable. 

> INJECT ME SUBJECT WITH THE SERUM 
You're n oi holding the hypoaWrnic needle. 

> TAKE THE HYPODERMIC NEEDLE 
Token. 

>INJECT THE SUBJECT WITH THE SERUM 
The subject, whom you forgot to shackle to the lable, 
pushes yog away, In rhe ensuing struggle, you acciden- 
tally inject yourvetf with the Mfum tiq hrs whirl oround 
your hegd- Especially red, yelow, and preen lights. The 
lights slow down and finally stop whirling, ond you real- 
ize lhait... 

Your taxi b stopped at a traffic light. It's beer an hour 
since your last fare. Suddenly someone pulls open the 
door ond slides into lht> back ieaf. "Comer of Frob- 
bington and foominsler, pleose:' 



Appendix F 

We're Merer Satisfied 

Here at lrtfocom, we take great pride in the quality of 
our produce, although all things being equal we'd, 
rattier lie on the beach than fix "bugs. However, 
even after our stories are "but the door/' we're con- 
stantly improving, honing and perfecting. 

Your feedback is important. No matter Ijow much 
testing we do, it seems that some^bugs' 'never crawl 
into view until thousands of you begin doing all those 
wild and crazy things to the story. If yew find a 
"bug " or if you think a certain ptizzle was. too hard 
or too easy, or if you have some other suggestion, or 
if you'd just like to tell us your opinion of the story, 
drop us a note! We love every excuse to stop work- 
ing, and a letter from you is just such an excuse 1 
Write to: 

Jnfycom, Inr. 

55 Wheefer Street 

Cambridge. MA 0ZL5& 

Attn- MARVIN * 

Appendix G 

IHoti Have Technical Problems 

You can call the Infocom Technical Support Team to 
report "bugs' 1 and technical pnublem^ but not for 
bints to solve puzzles, aL [617) 576-3L90. If your disk 
develops a problem within 90 days after purchase, 
we wiH replace it at no charge. Otherwise, there is a 
replacement fee of $5.00 (U S- cunency), If you call 
to report a "bug." please provide your release num- 
ber, which you can find by typing VERSION, Please 
return your registration card if you'd like to be on our 
mailing list and receive our newsletter, WE NEW 
ZORK TIMES 
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Appendix H 
Author Biographies 

Douglas ArintiM. \)w%\&s Attains gradualec torn 
Cambridge ill 1974, where he was an active member 
af the Foothfjhte Club, which has launched the ca- 
reers of maiw of Britain's great comics. He has cd- 
fciborated on spiral projects with Mtmiy Python's 
Graham Chapman , and has served as a writer and 
script editor for the TV series Hi Dr Who." THE 
HITCHHIKER'S GUIDE TO THE GALAXY begun 
in as a BBC radio serial , and its popularity soon 
propelled it into four books, a television series r two 
records, and a stage show. Adams has the distinction, 
af being the number one entry (thanks to alphabeti- 
cal order) in the "British Guide to Tall Zany Comic 
Science Fiction Writers " where bis entry reads 
"Mostly harmless." 1 

Steven Mert'tzky. Steven Meretzky wns tarn in 
xtjd'1957. frightening the Soviet Union into the early 
launching of its Sputnik satellite. Meretzky's gestak 
was shaped by a number ol painful child! igckI experi- 
ences, including rooting for the NewYbfkMets. He 
blames his interactive fiction on a combination of 
growing up in Yonkers and studying at MIT, (We use 
"studying" in the most general sense.) Meretzky 
has :iever been a rutabaga farmer, and believes that 
eatbjggrarda is a derision that shodd be left to the 
irtttivtdilal's conscience . Meretsky now lives near 
Boston, and has been working for Mxom since 
1382 ai an experinsenLal alternative lifestyle to un- 
employment. Heapofopses for PLANETFALL H and 
S( ML/KM- K." 
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Copyright and Warranty Information 
limbed Warranty 

This sitftwraii pmhKl ml cbt attacked iftMnniiwial matt riii «e scW 
"AS ft," tfithuuc wMTaoty a* to thci perfannwoe, IV ouiie nak » 
to lbt dfuafcry artf pctfcmiaD» ri (h* Mnpiief uxhware jut^pun k 
wsumed by th* iB*r. 

Ha-wbv* l to jlr orifsnal purchase* (if a disk prepaid t# tafixwn anc 
canryien; deUbaim Label on efceds&iaclid., Infococri, Ik. svatroi^ 
tJvi i^lIiilt. ijni w| jcfi i lie program u, Eetflnded lobt-Sfrcnnni defedta in 
materials and fjilly ^ckmandfci^ ijfKk'f isufirsJ use and strvicif far a 
ptritrf of ninety @Q) tlpy* fryni UNe date rj purdui*, Ef dating ihri lK 

: i.h h -'■ in Inrineihlin blttiltdtiO i>-.:ni: rr.i;, In' ■■■■i:-pcd 

tolnfftvirti Irv. (ir iawfflih(if?iei tiifiKorii, Ik. dui*r, a^ inlrown;, 
Inc . wil rrpU'c the mcdimrj wi;boul charge ip yyu. Yew %nte sml tstki- 
sivt riniedj- m Ifw event * «M«* * esprrety Hmurf to refitooeaiefil 
Of tie mediltt; ta priincW ?>w. 

THE AiOYE WARRANTIES FOT? GOODS. AM IN UP L OF ALL 
WMRANTlJiS. ESrREPS. IMPLIED, OS STATTrOOT INCLUD- 
ING, BEIT NOT LIMITED TV), A*Y IUPUED WARRANTIES OK 
MERCHAjYtAfllLrlYAND FTFXESS FOR A PARTICULAR PUR- 
POSE AND OF ANYOTH ER WARRANTS' OBLIGATION ON THE 
FART Of INFOCOM, INC. IN NO £ VENT SHALL INFOCOAI, INC. 
OR ANYONE ELSE WHO HAS BEEN INMTLVED EN THECKEfr 
HON AND PROIXJCTlOW W TUTS COMPUTER SOFTWARE 
PROG KA .VI &E L1A3LE FOR INDIRECT, SPECIAL, OK CONSE- 
QL'ENTlAL IVlVJWES , ELCII AS, HUT NOT LL^ITED TO LOSS 
OF ANTIC [PATRD PkOFUS Ofi BENEFITf? KESULTINC PROM 
THE USE OF THlSPROliKAM.OK ARISENCi OL'TOFANY 
MiE:* ii iJi' -; M3;^VAHHVM"i SOME STATE >X '■■' •\ .\u.\n 
THR EXCLl'SLON OR LIMITATION OF INCIDENTAL OR CONiiEr 
Ql'ENTTAL DAK.WsS. S( ) Ti IF- AriOV't LLVJ1TATEON WAV ti(J\ 

a:-i.v mm\ 

N *3 Aficc the warmer period, a del-ciiw EnrVcni Ada n&y be 
nHumpd to Mlh-uw, Inc. with a rfiK* or muncy odei far SS.00 
(U .S. OMtericyf for rcphKemmt . 

Copyright 

"]'!*■ iT.-Vi«f! x: Jtvidrt proiiurt is a%fiji»m'd aid iH ri^it^rt 
restrved by brfiMwu, 1ft,-. |l it jmhtisbed nrel«ivdy bj' bfaconk, Lv. 
The dialriniiTn, «y| sale- cf tliia prod*'. jr« intstided forlht usvrflhc 
mfijrjJ jnwnsscr only uud far use <mly <«i the tcfn?ur,?r4VEterci spc- 
ri*ied. Li»fu: iJHfs cltUs pruj(r»Ti w c hrreby IctnMd onl^ to reai ihe 
pnjnram fmni \te mediipji ai[o mtmoiy of a cooipui<r scfcly lite 
PSTSW: c Hearths tn * W 01 ' Ciii?yvi|{ Vsri^l fnr rw. lacVilp 
i-jp- on tnose Fj-R[en» which pt wids hr i; -«e fo:fei«tte Card! , du 

Hit bit. 

Thft rTr.iJiunl jLd all rdlic - ' iktciiibt-^'iitkyi rrciijiin^d hcion ana Hipy- 
rslm'd ^ivl all i^his-iaiertieiiby li\foown. lnc.Tli^dDjaiitii,-ina ir^- 

llul, Li wJicJe ijt Dl jshiI , be CCfied, ?lKiD«LOniLtl . rt!|i;«!w«l, '.ryu,- 
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Biitd oiiEhe newlTJIE ^li^JllflKER'S OEJIDIfTOTHECAL^XV 

Potgall Adams , 
(DJ984]nfoaHn. Inc. 
I- i ■ " ■■ ■ 
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It Is not such a 
mind-bogglingly 
mprobabi&coincicjen(te # 
lhat Douglas Adams, the irrepres- 
sible author of (he best-selling novel 
THE HITCHHIKER'S GUIDE TO THE 
GALAXY k would design an interactive 
Story set in the same outrageous universe 
as hi? books. Helelfin love (well, strong 'like") 
with Infocom's other interactive stories some 
lime ago, He immediately Saw the interactive possi- 
bilities or HITCHHIKER'S and maniacally developed outrageously crazy 
ideas, So Dougf as teamed up with Infccom's specialtsi n uut^geou sly- 
crazy ideas, Steve Merelzky. Together, they did extensive research 
throughout the Galaxy {in English pubs, anyway}; Douglas wrote and 
designed puzzles revolving around Vogon poetry, the Bug blatter Beast ot 
Traal, microscopic space fleels and, of course, tea {or tack thereof); 
and Steve transformed Douglas's ideas into the nigh-quality, sophisticated 
software lhat is synonymous with Infccom's interactive faction, 
And now you're going to take a tup you never thought possible. 
You arson the verge of becoming Arihur Dent, a srmple if unworldly 
chap whose house is, unluckily, being bulldozed to make way for a by- 
pass. Nol that it matters, really, since the Earth is about to be destroyed 
for somewhat simifar purposes. If you survive these twin disasters, you'll 
travel with Ford Prefect, your peculiar friend and neighbour, to the most 
unusual corners of the Galaxy. (Some of Ihe corners are so unusual, in 
fact, that it's best not to assume the obvious— who you are, for instance,} 
So prepare to have your mind boggled, your wits tested and your concept 
Of reality thrown for a loop by THE HITCHHIKER'S GUIDE TO THE 
GALAXY, And don't forget your towel! 

The Table of Contents for Ihe manual is on page 11 . Read it to tind oul 
what you need to know before you start the story, 
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ORDER FOR E 



Be it known that on this day the 4 th day of 



decree of the Domicile Demolition Department of Cotti 



and otherwise transformed into a nondescript heap of p 
premises within ?5Q days of the issuance of this 
acknowledgement by said residents) of proper notif icat 

(Check one) ^ 

□ National emergency. 

□ HeaEth hazard. 

□ Complex technical matters. 
W It's in the way. 

Said property has been seized by Right of 
Eminent Domain for future use as: 
(CJieckone) 

M Highway right-of-way, 

□ Parking facilities. 

□ Shopping mail. 

□ Wildlife sanctuary. 

□ Hunting grounds. 

□ New offices for Domicile Demolition 
Department. 

□ Vacant lot. 

□ Other (please specify): 



at 



155 Country Lane 



in 





DESTRUCTION 

October in the Year of Our Lord 198 3 that by 
gshire County, the residence of Arthur Dent 
Lgton shall herewith be demolished, destroyed 
ulverized rubble; said residents) having evacuated said 
document; this order to be carried out regardless of 
ion; said demolition being necessitated by reason of: 




We the undersigned do hereby authorise the 
execution of this order through the powers 
vested in us by the State. God Save the Queen! 

Commissi oneMtornici le Demolition I 




Department 



ifr DeniChUftn D^parM^nl 




Earls Ol Cottjngshirg 



interactive Fiction Reference Card for the 

ATARI XL/XE 



I. What You Need 

Required 

□ Atari 400, 800, 1200, or XL or XE Series 
computer 

□ JSK bytes of RAM 

J One Atari-compatible disk drive (810. 
1050 or equivalent! 

Optional 

H One or more blank, formatted d tales 
jfor SAVEs) 

U An titi-column serial line printer 
jior SCRIPTir^l 

□ A second Atari-compatible disk 
drive | for convenience with SAVEs] 

II. loading the Disk 

L Turn off your computer and remove 
aJI cartridges, 

2. Turn on r ,he power to your disk 
drivers] 

3. Insert Side I of the story disk into 
Drive if I and close the drive door, 

4. Turn on your computer The disk will 
spirt for a Tew moments and the following 
message will appear: 

The story h ] coding r . , 

important: If you have an Atari XL or XE 
Series computer, press and hold down the 
OPTION key as you turn on the computer. 



WARNING 

ftO N Of turn disk drive power an 
or off with disk In drive. DO NOT 
remove or replace disk while busy 
I ight is on, Any of these actions will 
damage disk and void warranty. 



After about 20 seconds, you will be 
prompted with the message: 

Insert Side 2 of the STORY disk into 
Drive #1. 

Press [RETURN] to continue. 

Remove the story disk flip it over and re- 
insert it into Drive Vbu will not need to 
flip the disk again unless you reload or use 
the RESTART command. 

6. Press the RETURN key to complete 
the loading process. 

7. | ; no: King appears on your screen, or if 
you receive an error message, something is 
wrong. Refer to the Troubleshooting section 

for help 

III* Talking to the Story 

Whenever you see 3 prompt c > j, the 
story is waiting for your command. You may 
type up to i wo full lines of text at a time If 
you make a mistake, use the DELETE/BACK 
key to erase it. Press the RETURN key when 
you are finished typing. The story will 
respond and the prompt 4 >! will reappear. 

Certain keys (such as the cursor controls! 
have been disabled. You will hear a "boop" 
sound If you accidentally touch one of these 
seys You will also hear the "boop" if you try 
to type more than Iwo lines of text at a time, 
or Ef you try to backspace past the beginning 
of a line 

If a description will nor fit on the screen 
all at once the word |MORFj will appear in 
the bottom left corner. Press the spswre bar 
after reading the screen to view the rest of 
the description, 



ATARI i& a registered trademark uf Atari, inf. 

DEADLINE h J trVKlcmork jnd ZORKks a registered trademark of fotocom, Inc. 



IV. The Status Line 

At the top of the screen,, you will see a 
stats j<, line The line is updated after every 
move to show your current location in the 
story. Depending on the story, the sLatub, 
Jine may a [so provide other information. 

Scone and Moves 

In stories that keep a score, such as the 
Z.QRK 3 - underground adventure trilogy the 
1 grit side of the status line will look some- 
thing like this; 

SCORE; 245/920 

The number on the left is your score. The 
other number tells hew many move* you 
have made since the beginning of the story. 
Jn the above example you have earned 245 
points in 920 moves. 

Time 

In stories that keep track of time. *uch 
as the mystery thriller DEADLINE'" . the 
right side of the status line will 3ook some- 
thing tike this 1 

TIME: 9:22 a.m. 

This shows the current time in :he story 



V. Saving a Story Position 

WARNING' Disks used for SAVE and 
RESTORE are maintained m a special format 
and should not be used for any other pur- 
pose. Files of any other kind siored on the 
disk will be erased by the SAVE command, 

\bu need a blank, formatted disk to save 
your position in the story isee Section Villi. 
You may SAVE up to five different positions 
on .-i hhnk Hkk and RESTORE, them in any 
order. 

Each SAVE position is assigned a num 
ber from 1 to 5, Vou must specify a position 
number each time you use the SAVE com- 
mand, and you overwrite any position previ- 
ously saves with that number. You must use 
a difFeren: number for eath position that 
you want to SAVE. 

I To SAVE your current position, type 
SAVE at the prompt I >), The screen will 
clear and you II see: 

Save Position 

Pos^on 15 (Default is 1}> 

Type a number from I to 5 to tell the story 
which SAVE position to use. or simply press 
RETURN to use the default position 
1. Next, you'il see: 

Drive 1 or 2 (Default k )}> 

Select die drive that will contain the SAVE 
disk, or press RETURN to use the default 

drive. 



3 Vbu will now see 

Potion 1; Driva #1. 
Are you sure? (Y or N) > 

If the positron a nd drive shown are correct, 
press the "Y" key. Otherwise press "N" and 
repeat steps 1-3 above, 

4r The story will prompt you to 

Insert SAVE disk In Drive #1. 
Press [RETURN] to continue. 

Insert your formatted SAVE disk into the 
indicated drive and press the RETURN key. 
The disk will spin for about a minute as 
your story position is being saved. 
5. Now you will see the prompt 

Insert Side 2 of *be STO RY disk into 
Drive #] r 

Press [RETURN] to eonlinu*. 

Make sure Side 2 of the master story disk 
is inserted into Drive # I and press the 
RETURN key, If all is well, you'll see rhe 
m esse gs 

Okoy. 

If you receive Fin error message, or the game 
responds with 

Failed, 

consult the Troubleshooting section 



VI, Restoring a Saved Position 

To restore a previously saved story 
pc5it.cn. type RESTORE at the prompt j >). 
Then follow steps 1-5 in Section V for SAVE 

VIL SCRiPTing 

SCRJ PTiny ■!> an optional feature which is 
not needed to com p fete a story and may 
not he compatible with certain hardware 

If you have an BOcoTumn line printer that 
connects to the serial extension port on t-.e 
back of your disk drive, you may make a 
transcript of your story as you go along, 

1. Connect the printer to the serial exten- 
sion port on the back of your disk drive. 

2. Turn on the printer and set it on-line. 
\. Load the story d?sk as described in 

Section IL 

4. To begin the transcript at any time, 
type SCRIPT at the prompt I > |. 

5. To stop the transcript, type UN SCRIPT. 

6. SCRIPT and UNSCRfPT may be used 
as often as desired for as long a* the printer 
is left on-line. 

VIII. Formatting SAVE Disks 

Blank disks must be formatted before 
they can be used to SAVE your story posi- 
tions. Refer to the documentation provided 
with your disk drive for information on how 
to format disks. 



IX* Troubleshooting 

A, If the story refuses to load properly, if 
SAVE/RESTORE faSk or if you receive an 
error message, check each o' the following 
points: 

1 . Make sure your computer and disk 
drivel are connected properly and every- 
thing is turned on. 

2. Make sure the disk is inserted correct 
ly into the drive slot and the drive door is 
closed 

3. Inspect the story disk and SAVE disk[s) 
carefully for visible damage. 

4. Make sure each disk is in the proper 
drive. The story dish can only be run from 
Drive M). For SAVE/ RESTORE, make sure 
thai you have specified the correct drive 
number for the SAVE disk, and that you 
have inserted Side 2 of the story disk into 
Drive #1 before proceeding with the story. 

5. When saving a story position, make 
sure the write- protect notch on the edge of 
the SAVE disk is not covered. Also make 
certain the SAVE disk has been formatted 
properly. As a last resort, try a different 
SAVE disk 

6 Try again; the problem maybe only 
momentary. 

[fall else fails, cat! the Infocom Technical 
Hotline at (637} 576-3190. Please note that 
this number is for technical problem! only. 



B. It you receive an error message, try the 
following procedure. After loading the story 
and receiving the initial prompt i>l type 
SVERIFY. After a few moments, the story 
will prompt you to 

Insert Side I ofihe STORY disk into 
Drive #1, 

Press [RE 1 URN] to continue. 

Flip the story disk, reinsert it into Drive 
^l and press RETURN. After a few moments, 
you will be asked to 

■men Side 2 of The STORY dis* into 
Drive #1. 

Frew [RETURN] to continue. 

Flip the disk again and press RETURN 
The disk will spin for several minutes, and 
a message similar to one or the following 
will appear. 

|, DISK CORRECT/ The disk has not 
been damaged; the story data is intact. This 
may indicate a problem with your hardware 
I usually the disk drivel. It is also possible 
that the story program contain* a bug If you 
?,.sr>ect bug call :he fcchnical Hotline jl 
the number above. 

2. FAILED or INTERNAL ERROR. 
This reply indicates either hardware trouble 
or disk damage. Repeat the SVERIFY pro- 
cess several times. Also try to SVERIFY the 
disk on another computer system (such as 
your dealer's! If the story ever replies DISK 
CORRECT, the problem is in your hardware 

If you repeatedly receive an error mes- 
sage with more than one computer the disk 
is probably damaged Please ^turn the disk 
only to Infocom for testing 
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